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• » « jtflfc. Dont miss out on our ultra-cool collection 
^f A f * ll//^' of official Atari Jaguar merchandise — 

IrivJ featuring hats, T-shirts, tote bags and much more! 
-J For your free catalog, call 414-241-3313. 



Stuck? Frustrated? Need a Hint? 



U.S.A. Customer Help Hint Line 
1-900-7374TARI (1-900-737-2827) 

T , 5tp#mirwH If you mi under 13. be sue to oei a parent's perrmsion Setae tifc%. 
II roLKtKDr* Telephone is requiso 1 . 



U.K. Jaguar Software Helpline 
0839 994460 

Jcgucr Soft™ Helpline, Cudoo Wharf Unft H LkHbH Id., Aston. Sifmnghani B6 7SS 

Please obkwi (*im«n to col from die person who poys the bill. 

Cafe cbsI 39p pet rmnufe cheap rote, <9p per mmtte at rj other nmes {ntdxitnum itwige S3 20) 

Price* and gome tafured on this wwg correct ot time dp>ng to proa. 

We reserve the right to itanpe Ite oomes featured on the Upline wrrrogt prior notice 

If rwi msh to job flw Officio! Jaguar Dub. pknse send yam name and wtttss orrtA to: 
jaguar Out, Atari Holm, Slough . SL2 5 BJ 



ATARI INFO CONSOMMATEUR 

36.6B.00.I6 (2, 191 U MINUTE) 



Read before using your Atari video entertainment System. 

rwll percentage of individual may oper n-nr t ^pilcpli*. seizures when exposed to certain 
injjhr patterns. Exposure 10 these pattern* of backgrounds on a televriion screen or while playirsg- 
vidcp gAmei may undine an epHeptk Maura in these individuals teaain condition* may induce 
previouily undeKcttd OpHtatJC symptoms even in person* who have no history er epilepsy if you, 
or anyone in your family, hji Jn <ef}ilcplK condition, consult your physician prior to playing 
experience eny of the following symptoms while playing a video game - dizziness, altered virion, 
eye or muscle twitches. Ion o( awareness. diiotieniaiKXt, «ny involuntary rrwrtrnenL 01 convuhiom 
- IMMEDIATELY tiiwi.iiiiniw u« find comull your physician bHorr returning play 

WARNING to owners of projection televisions: 

Still pictures or bruigel may , auw permanent picture- tube damage or mark the phosphor of the 

CRT. Avoid repealed or emended uj* of video games an large screen prelection television* 

This product has been rated by the Entertainment Software Rating Board. 

For tnfomHfon about the E5RB rating, or to reguier a complaint about the appropriateness ol the 

raimg. ple-w* contact theEWBat iam-n\-SJt? 
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Handling this Cartridge 

The Atari Jaguar Interactive Multimedia Cartridge is intended for 

use exclusively with the Atari Jaguar System. 

* Do not bend it, crush it or submerge it in liquids. 

* Do not leave it in direct sunlight or near a radiator or other 
source of heat. 

• 8e sure to take an occasional recess during extended play to 
rest yourself. 

• If for any reason your cartridge does not load, or you see only a 
red screen, remove, clean, and reinsert the cartridge. If the 
problem persists, refer to the warranty information included with 
your Jaguar cartridge. 

Atari. Coipotation is unable to guarantee the weuiaty ol printed material alter the date of public* 
[ion and disclaim* lability for changes, errors or onfiiinons Reproduction f rftb document or any por- 
tion of iti eomentt is not jflavjpri without the specific written tgnjent of Atari Corporation 

WHITE MEN CAN'T JUMP'- O 1W5 Twentieth Century Fok Film Corporation All Fti^riB Reserved. 
White Men Cant lumprw and associated characiera aw trademarks of Twentieth Century Fa* Fifm 
tiirpproiion. Lrcervwd to Atari Corporation for distribution. Atari, the Atari logo ami Jaguar are trade- 
mark! or registered trademarks of Atari Corpoiatron All Rights Reserved This software n authorised 
by Atari for use with the Jaguar H Bit Interacts Multimedia System. 
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[ion and disclaim* lability for changes, errors or onfiiinons Reproduction f rftb document or any por- 
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WHITE MEN CAN'T JUMP'- O 1W5 Twentieth Century Fok Film Corporation All Fti^riB Reserved. 
White Men Cant lumprw and associated characiera aw trademarks of Twentieth Century Fa* Fifm 
tiirpproiion. Lrcervwd to Atari Corporation for distribution. Atari, the Atari logo ami Jaguar are trade- 
mark! or registered trademarks of Atari Corpoiatron All Rights Reserved This software n authorised 
by Atari for use with the Jaguar H Bit Interacts Multimedia System. 
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whatcha got, chump? Are you ready- far the most 
hyped up, fflopster jamming, bruisin' elbows, 
rebound snatchin , rim stuiiln', skiing over 
suckers, down j^our throat, money making, game oi 
street ball you never "thought possible? Well, 
here it is, in your face, 'n it's time to get it 
on! 



Welcome to inTTITE IdEH CAR T JUMP 71 ! 

The SLAU CITY TOORHAilKBT ' s histoiv is long and 
rich. Originally started back in the early 70" j 
b^, a group oi con men and hustlers as a ..-ay to make 
^ore money, it has grov.ii into THE preiaiere street 
ball event. Hverybody who's anybody is there* If 
you can make it through the tournament, you'll 
hav« the most kickin' rep irom Venice Beach to 
Compton, and every asphalt jungie-sandlot-haii 
court in between! 
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You play tiie tea^ you choose against other teams 
out there hustling for the "bi(i huflfltB and bad repsj 
each tr., iP£ to raise the 35,000 entry tee to the 
i-LAk CITY. TOUPJUUiiHr. In your caee, jou ve had to 
boiro^' S500 from the local loan sharks, THE 
BREAKLES BROTHERS, in order to start working your 
nay up through the circuit to enter the 5LA& CITY 
TOUEflAliEHT. 

Uniortunatelj the BFJiAKLEG- 
BP0TREH3, TAHG1E and CASH, 
love their mane,/, but don t 
care so much about the love 
oi the garae. If you caji t 
nake it to the Tournament 
(and ..in) in 50 games, 

they'll be back to make you pay one w*J or another, 

brother. 

1. Htb the POWSB turned oil on jour JASUAP 64-BIT 
IETERACTIYK aulTISEDIA 5YSTEU, insert your JAGUAR 
WHITE liZH CAH'T JUiiP" - cartridge Into the cartridge 
slot. 

2. Press the KWE* button. 

Garae Settings, Tournament Keys, Joy pad coniigu- 
ratioriii and iound settings are retained in the 
cartridge even ii >ou have turned oii your JAG'JAR 
64-BIT IETEHACTiVli MUITIMEDIA SYSTEM. The car- 




triage will store up to 100,000 changes. Alter 
100,000 changes liave been recorded, no more 
changes Hill be retained. To clear the currently 
saved changes, press ", #and Option while on the 
1HITE liHT OaH'T jaw 11 Title Screen. 

AAJk WM 

the KAUf UEKU gives vou 
live choices: VS. MODii, 
T0UKEAU3HT liOIffi, fy&Mt 
SA«E, OETIOHS and JOYPAD. 

*g. *[(&& 

TS. mOUE lets you pair oil v.itiiup to three 
n-i»ndii (_cur players total} to pla.j- a hard and 
last game 01 ^-on-2 street ball. You choose your 
team, your opponent's team (ii you're playing the 
computer}, even v.hat court you play on. 
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TOUREA^iJTT LiOE£ lets I or £ 

players compete in the 

street "ball circuit » You 

keep "betting and winning 

more and more money until 

you've raised enough, cash 

and your reputation'^ good enough to let you 

enter the SLAii CITY TOUFtfAiTEFT to earn the title 

oi the baddest b-ball players in town I 
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Thiii menu choice aliov.s you to resume play i'rosi 
■..here .you leit oil by bringing up any previously 
saved 'Tournament game* 
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The Options* menu allows you 
to customize many oi the 
settings in the game when 
playing in VS. iiQEi: or 

tpTOHmgrt ibss* 



Some options aiiect VS. MODE only. They arei 
STANDARD 5C0PE/STPEET SCORE, TIHE/SCORE, and 
STAEHAED FLAY/WAKE IT/TAKE IT* The options for 
both modes arei MESSAGES ON/OFF, TUTCT) FLAYhP 
AHFOKS/AImAiS Off, and CHABGE OH PALLS ON/OFF. Any 
changes you make are stored on the cartridge so 
that the settings are preserved irora the last 
time you played- 

lou can choose the amount or points you earn when 
making a regular basket or a shot from the 3-point 
line* You can choose STANDARD SCOPING (2 points 
iDr a basket , 5 points iar a 3-point shot) , or 
STREET SCOPIFG (1 point fflflr a basket, and Z points 
for a >-point shot J - 



This option allows .you to select whether or Rot jou 
■■■ant to play to a set score fll» 15 or 21) or play 
until the clock runs out (5» 10 1 or 15 fflinutes). You 
can also choose a combination oi both— placing 
until you've reached a set score, or until the 
clock runs out. (21 points or 15 minutes, 15 
points or 10 minutes, 11 points or 10 minutes)* 

Smfaai ty&im£ ii/wM It 

Select between STAKEAED FLA* or UAKK 1T/1AXK IT. 
In STaBDAFD PLAY* once you've made a basket, the 
bali is leit ior the opposing team to clear. In 
kAk'E It/TAti: IT — you make the shot — y'ott get the 
ball again I 

Ae&&a$e& wi/off 

Turn the messages that are displaced across the 
screen during ganepiay OS and OFF. 

vtjed K%& Moo^lAi^z. on 

Leave the iloating player identification arrows 
on or restrict them to appear only at the start oi 
the gane or when you switch control over to the 
other player. 






Uim6 on W&£> on/off 



Player Autosv.itch controls whether the computer 
automatically switches to your other player If 
■jom, get knocked down. Il you leave the option oil, 
you will have to switch manually "by double^-tapping 
the SPEED BOOST B'JTTOIT. 
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This option brings up the 
COEFIGimS JOYPAD screen- It 
allows you to coniigure the 
JOYPAD settings lor each 
JOYPAIJ you have connected. 
Press the JQYPAD UP/POW to move between button 
assignments and pre as the corresponding PISE 
SrjTTOH to change theia to the coniiguration you 
would like. To exit bac*. to the IiiAIII iTEKU t 
highlight the X on EXIT and press any FIFE BUTTON. 



%A^M 1«te WV 
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rihen you select the VS. LiQDK 
option Iron the iiAlET MENU, 
your next choice is ho..' many 
players there will he. The 
ioi lowing it; a breakdown 01 hov game play behaves, 
depending on the number 01 players you select 4 
You can only play with 3 or 4 players ii you have 
the JAGUAR TEAM TAP" AUAPTEF (otherwise, that 
option is dimmed out and unselectablej . 



T&W1V 



II jOU have t&e JAG-UAP TKALi TAP Adapter ,/ou can 
plaj- v,ith.up to 3 of j'our iriends. Placer 1 plugs 
into Controller Portal, The JAGUAR TEAli TAP 
Adapter is plumed into JQiPAD Port ^S, with 
placers 2, 3, and 4 plugged into ports A, B, and C 
on the TEAU TAP'' respectively. Placers 1 and 2 are 
Highly* teammates, and will play against placer 3, 
Player 4 is pla^r 3's teammate. All pla^era are 
identixi^d with numbered arrows that iloat above 
the character^. 
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Opponent 

in 2-p layer 

game 



Players 1 and 
3 control team 
and court 
selection 



1 PUj* * 


Ruxjui «ith Jafaar-aaatxolZad i^Li-str n, co^pul^r 


- 1 .a ■■. 


2 URumwB tb. ami inaVhcr ,-ith Japwfi-conij-j.; _"ii tamv 


■-.. 


3 FL^rr 


i! ffiumis ts, 1 Rubbf -iiS .'n*;uar-Doexi-oJ..-ii tsuaaat* 


4 Timjtr 


4 Tfiunnmi (2 ppr team) vu. zmah oth^r 
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Tins is „nere jou 11 lind 
the diiierent teams, their 
stats, and their- logos and 
choose the one j™ ..'ant to 
plaj. To scroll through the 

list oi teams press either UP/DOWN on the JOIPAD. 

Press anj' oi the FIRS 3UTT0HS {A, B, or C) to 

■aX«et yatx team* 

Beneath each, placer's picture is a three— line 
bar graph that depicts their stats* The three 
categories. 5HT, ERG, and 5FB relate to the placers' 
Shooting Accurac., . Lnerg^ (stamina) , and overall 
Speed. The longer the bar is in their graph, the 
greater their ability in that category. 

lfotei Choosing a teas that has a lot oi energj 
means jou. can pull oil' StTRffi DUNKS more oitenl 



Once j^ou have selected j'our team, ,you have the 
option oi choosing the team the JAGUAR v.ill control* 
You can still pr^S the JOYFAE UP/DOirtl to Scroll 
through the teams, but now you can also select 
their SKILL LhTKL bj pressing the JOYPAD either 
LET'S to decrease the number oi STARS, or RIGHT 
to increase the number oi STARS- to adjust tlie 
computer placer's SKIH. 



Once you've selected the JAGUAR's team (b> pressing 
any oi the FlPii BUTT0E5) , jOU can choose the court 
you're going to play on. 

You can rotate the courts in the diamond irom 
court to court by pressing LEFT or FIGHT on the 
JOYPAE> The court at the 'bottom of the diamond is 
the one that will be selected ■..hen you press any 
Oi the FIRE BUT3IOH5 {A, B, or C) . The garne will 
start alter you pick your court. 



4te>m to ?[a% 

You start out with the 1500 yon get irom the 

3REAKLE0 MOTHERS, and the smallest amount Oi 

money you can bet per game is $50- Only teams oi 

j 1 our approximate level oi reputation and laoney 

will take jou on. As you 

progress through the 

brackets, earning more and 

more cash, you'll have to 

keep betting more and more 

to keep the good teams 

interested in playing you. 




Alter selecting TOUHHAiiEFT MODE iron the MAXH 
UEffU, you can choose either a one placer or two 
p^a,, bi gang. 



Once you ve selected the cumber of placers, you 
come to the KEY. SCREES. 
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Whan the KET 
SCREEN comes 
up, the default 
is the first 
KEY. {A KET is a 
placeholder that lets jOU Stare the progress of 
,7 our game team, matches played* and mone,, , ,;on in 
TOLfKMALiJiffT MOE£ so that you can resume playing 
later if you decide to ^uit in tfce laiddle oi your 
game.) Your iniorraatlon is saved through the last 
complete game. Unused KEYS arc dimmed out. ii you 
choose one ..hen you start a tournament &ame, that 
KEY will be the default the next time jou start a 
new tournament. 



Ii j ou ve UJed all 3 KEYS, but ..ant to save 
additional games, you have to choose one of the 
old ones and save over it* 



Either placer can choose betvreen KEY SLOTS 1 T 2, 3, 
or the HO KEY option by moving the JOYPAE UP/DOWE. 

Select your Choice j&j pressing any FD1E BUTTON* 

BOTE: Ii you select a KEY bei'ore starting 
TOUFNAKEET &0DE and turn oil tiie system ivhile 
playing, you can come hack to play it later by 
reselecting the same key number ■.-■hen you otyQOIt 
BESUlffi GAiiS irom the ^iAIH UE37U. 



Once ypu*,T8 made your 
selection, you'll go to the 
PLAYER SELECT SCHiSK. 

To scroll through the list 
ox teams, press up or down 
on the JOYPAD. 




To select your teaa, press any FIRE BUTTOE. 



Alter the EREAELEG 
BROTHERS, TABGLE and CASH, 
hand vox your 3500 IE cash 
to get you started in the 
tournament , jou can press 
any TIRE 3UTT0H to progress 
to the COURT SELECTION 




bow &e[ee&on. Bam _ 

Bboura the anount oi money you've got (ia green), 
and ./hat each 01 the teams are worth (in orange). 

In general, the bid amounts per teas run iron the 
right to leit, lowest to highest. 

As the bid amounts increase , so does the talent 
and diiiiculty oi the team .you're going to play. 

Select the team/court you , .;ant to play against by 
moving leit or right on the JOYPAD, and pressing 
any ruui BtJTTOE to make your choice* 

Once you've chosen the team and made your bid t 
you'll see a STATS SCPJHKH that shows the stats oi 
each player on the teara you'll be playing. 

The dollar amount you're playing ior is in the 
lower— middle section oi the screen* 

Ttecause the BMlAELEG BKOTHESS v.ant their money 
bkok in iull [v.-ith interest!), they're only gonna 
let you play 30 games he lore they come alter you 

looking ior payback. II you 
don't make it to the 3LAL 
CITY TOuPNAlffiCTT by then, 
you're gonna be in a WORLD 
O' HUBT. Oet the picture? 




The entry lee ior the SLAM 
CITY TQUPJ&AkiEHT is £5,000. 
Once you've earned at least 
35,000 you'll automatiaal- 
lj be entered into the SLAU 
GITT TOUEFAMSHT. The Big 
Time. The Grand Finale. The 
Payoii. 




The number in the lower leit-hand corner oi' the 
screen is the number oi the game you're about to 
start, Ii jou slip up so bad that it counts up to 
30, qpll) you i. no.: ;;hat happens already- 



You can press any T1V.S 3UTT0E to skip past the 
STATS SCRESE and start play in r ball. 
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At the top 01 the game 
screen you'll see: the 
stats of each, player, the 
team b logo, the points for 
■each tcam ( and icons iiho..ing 

information such as ..ho has the 1)811, if you need 

to clear the ball, and so on. 

The player stats consist of a picture oi each 
player, v.ith a bar on either side -^ one red, one 
green. 

The green bar represents your energy* The more 
energy you have, the more likely you are to pull 
on a 5UTEF DUNK at a distance irom the basket. 
The energy also depletes quickly ..hen you run 
(SPEED 3UX3T FJTTOff) . 

The red bar represents your anger level. The more 
yau puuh around the opponent players, the higher 
the level goes ii they haven't been attacking you 
a^ ..ell. II they 've knocked you down a lot and you 
strike back, your meter WOO t increase much*- 



Also, any iculs committed (traveling, goaltending, 
etc.} ,.111 increase tile level* Goaltemding and 
traveling are the only i'ouls called. You car: beat 
up and **&is" your opponent at ..ill. The highd th/.- 
level, the longer it taken you to get up when you 
get knocked do'..n by an opponent. 

Tie rules are simple. Do ..hat you can to make 
baskets and score points. 

Whenever you get the ball alter a basket , you need 
to clear it (take it back past ball-court) beiore 
you attempt to shoot again. 

You can shoot beiore you clear the ball, but the 

shot won't count tov.ards your score. This is 

indicated by the basketball 

icon near the logo oi the 

team that has possession oi 

the ball. If the pick icon 

appears near a team's nam*?, 

it * s their turn to take 

possession oi the ball. 




© 






yw> wmois 



JOjpad 




Keypad 



Controls your player's movement in all 
directions. Cycles through choices in menus. 



TMS/lVm 



Tap once on Giiense, lets you take a pass. 

Tap and hold an aiiense, lets you pass the ball to 

your teammate. 



On deiense, lets you try and knock do-.n the 
opponent ■ 



On oiiense, lets you shoot the ball. 

On deiense, lets you Jump ior a rebound or block. 

Each character in ifKLTz, IiiEK CAK'r JULiP™ can pull 
oil a variety 01 SUPEB DUITE5* 

You activate jour placers Super Dunk by moving 
the JOTPAD in a series oi directions '<,hen jou 
hold down the JUMP/SHOOT BUTIOB. When you release 
the button yoni character ivill attempt their 
dunk. Each character has a specilic SUPER DUNK 
listed in their team information, but there are 
other* more complicated, dun^s that are harder to 
pull Oil and less likely to be blocked by jour 
opponent, Try to discover them all. 

Sft£P V>o^ 

On oiiense or deiense it gives ysu a burst oi 
speed B but drains your energy quicker. 

Hit twice on oiXense or deiense lets you switch 
control to the other player on your team* 

Tap and held on deiense* assumes a deiensive 
stance when covering your roan. 

?M3& wrote 

Pauses gameplay. 



OTTioto wrote 



During PAJSE, mode lets you change volume levels 
oi the music and sound eiiects. (You can also use 
any 01 the FIEL BUTTONS to bring up the menu as 
well) . Press the JOYPjLD UP/DOWN to move i'ram 
iiUSIC, SOUED F/X ana VOICE, and the JOYPAD 
LEFT/RIGHT to increase or decrease the level oi 
each. Pressing any FIHE BUTTON v.-ill toggle the 
selected category OH/OFF. 
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The 3PT. KIHGS grew up play in' 
ball to the sounds oi George 
Clinton and Bootsie Collins. 
They are the former champions 
oi Slam City r ?9» They're back and as iuni.y as 
ever, ready to reclaim some oi their i'orraer 
g lor j . 




JULES i B,D: The 

Splittsville *78 

FREAKii L.Ui The Phunk Jam 
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The GTH STHSiiT S'ROOTEPS are in 
it i or the inane j ! Hot iar 
the^clves. mindjou! Both 
SA3EF. and BUSH hail from a 

rough aide ai tOWB* and ..ant to put their -..innings 

into cleaning up the neighborhood and bringing 

"back some ol that old 

community pride! 



SABEHt L,Di The Around Town 

Jam 

HUSHi Hi The Takin' Out The 

Trash Slam 



in 




The COOL CATS consider 
themselves the refined 
old—school artistes oi street 
ball hustling. Ii tfaey it not 
out dunkin' on dopes, they're jamming' some oi 
the livest jaas in tov.n down at their favorite 
local hot spot* 




O.&.t r J,E: The Old School 
5 I a;:; 

G-LOVEi 1: The Airborne 
Inprovi nation Jam 
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The DIS lUSXBRS are trulj- 
masters oj. their game, but 
are looking to roll their 
winnings into start ins a new 

Pap label, with themselves as the hot act, 01 

course! When they're not cutting dov.n on the 

local action, they're 

vipin em all over the 



XMERl 0,U: Tie tack Daddj 
Dolemite Jon 

&&ilhl B.B! The Supertly 
ran siam 



tin 



Towpvi * Ffffwan 




VUkkM v&m& 



You might have seen the DUEEITJ 
DliliiaHS, TITAE and WISP before 
hut never knew it. Thej- both 
had promising high school 
basketball careers but didn't make the college 
cut. Shay love the game and are using the none^- 
the,y ..in to pay ior college. 



TITiJJstfiThe Ali^3tar Slam 
WI5P3 L,lj The Dunkin' 



nm 



Ti tan Mi^w 
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The URH&ff ANGELS , 1UGE and 
STRESS are the darlings ol a 
local-access cable sho 1 .." that 
deals with liie in the inner city. They re entering 
the SLAJA CITY TOURKAMKHT to help raise money ior 
their show and a local youth organisation tryiog 
to get Aids oil the street. 



UACE: Hi The Folka-At-Home 

Slam 

STRESS! L,?s The Around The 

Blociv Jam 



nfej 



Man** S ty»p«r* 
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The BEACH BUwS are slackers 
vith attitudes! nothing's as 
interesting as taking a coupla' 
suckers in a last game of 

raundball. If thej 1 ..eren't doin* th±s p they 

..ouldn't be doin' nothifl' 



3U^C VtA<$&: 

DS. ED: Hj The Slacker Spin 

Slam 

SLAG: L: Bib las j Lsapin ' 

Jam 
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The M2TA1 HED2 were former 
roadies i'-or Jimi Hendri* '..ith a 
passion iar the game. They came 
together to raise enough cash 
to purchase a custom van and open the Traveling 
Heavj' lietal Hall oi Fame and Musical Sevue* 




GFirfF; I,B: The Ail* Guitar 

Jam 

SC?JlPEi D.'Ji The "Hey Joe" 

Jam 
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1 .mil; a «tw wa* 

m £^^H I OM ITJ5CLE BOH are tired ol 

I the girlie-men they see an 
^J^^^ mm I t ^ courts at their local 

beach. They're determined to 
Wii] the SLAM CITY TOUREAiiEKT with their superior 
physiques ajid strong h-hall. style. Then they'll 
open the iiuscle Boy a wym to promote their standards 
01 physical fitness. 



BUFMB: n,D t The steroid 

5 Ian 

STOKP: D,3i The Punp-U-Up 
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The PSYKG SQ'JAE intimidate bj 
lorce ai their unorthodox (some 
say psycho) methods ol play. 
Their st^le approaches the 
closest thing to .nothing in sports there is* 
Their highly physical style ol play disorients 
their opponents as they whip around, the court and 
land buckets irom the waj outside. RABIES and 
TWITCH ..ere made for each other! In fact, they 
plan to use their SLAii CITY TOUTtEALIEBT winnings 
to get married. 



RABIES: Tt.lt The Hall- 
Court Vivisection Jam 
TWITCH: L,L: Hie PSjehlone 

Slam 
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The SCHiJiillE WHKKLS are a couple 
of East-side thrill seekers 
looking to roll their ■-.innings 
into iixing up their tricked 

out hot-rod **Fat Chick** so they can enter the BFA.G- 

GIT I TQUEHAIiEHT^. 



HAIL; l f Bi The Around the 
Way Dunk 

GOOSE: U.'Jj The Both-Hands 
On-The-Wheel Slam 
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The SLAiHuiFS have been hustiin 
ior years with the Tournament 
running right in their own 
backward. The,, 've hot-dogged 
their my into the competition to show the world 
nobody can come to their part oi tovn and not 
expect some schooling i rota these i&rraer all-stara. 



SKIK: Jit The Classic 51am 

SI^ACK: L: The Air Jam 
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The STRKET SHARKS wrote the book 
on "Zen and the Art oi Hoops'*, 
kiost people underestimate these 
cats until they go up againtt 
en' ii-on-^ and end up leavin' with their wallets 
several Jackson's short oi the Jackson 5* Ii they 
.in, JRIP and FI3JCE will probably start the 
Church ol The Pump Sneaker and Walk the Earth* 
converting the iaithiul. 



GRIP; P.P.: The CoIrfUciar. 

Egg-Drop Slam 

KHCi; : D,Bs The Tao oi Bunk 
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the SUE? CRES arc the Annette 
Funnicello and Prankie Valli of 
the modem "beach street ball 
iicene. The> pla;/ ball just to 
aee and be seen bj. the other hustlers. VAH and RIO 
have been takin' all comers for j.ears. Thej're 
good and the;, look good doin' it* If the^ v.in 
they're going to bio,. 1 their wad on suri ivu, tan- 
ning lotion, and the inevitable scries oi plastic 
surgery ■ 



VAN: Li Tlie Ail- Aionis 
FIOs ?■: Tlie Debutante Dunii 
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This ocean-side half court 
Is also affectionately 
known by the local hustlers 
as ""rhe Sand Box", The cool 
breezes and pretty girla 
make this court a favorite 
among some of the more out- 
going hustlers. 
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This court in the rough, 
inner-city has given start 
to many oi the most ilashj t 
in— your— lace hustlers ever 
to enter the Slam City 
Tournament . Only the toughest 
players need apply. 



This comiprtable suburban 
nicely-maintained half-court 
is where the hustler's come 
to play ior the real high 
stakes. The aiiluent teams 

hone their skills here and take all comers. 

Usually right to the cleaners! 
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This quiet park has been 
the place v,here hustlers 
cobs to hone their game* 
It's tranquillity allov.s 
them to locus their ener- 
gies on the splendor that 
is the monster dunk. 

This is the end oi the line where you put it all on 
the line. This is ..here the Slam City Tournament 
is held. Those who make it this iar have got to be 
good ! 
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If you re having a lot ax trouble passing to your 
teammate (i.e- the other team always gets the 
ball), you can double-tap the SP213) BtJFST BUTTON 
and switch control to your teammate. This gives 
control ol the teamnember ;vith the ball to the 
computer, i.ho will pass to you as soon S3 possible 
— usually ..ith more accuracy! 

Timing is one of the most Important factors in 
making baskets irora both near and I'ar. Ii" ;ou time 
your shots so that you release them at the top of 
your jump, your success rate ..ill be much higher* 

When trying to cover the person v.'ho's got the 
ball,, don't just run up to that placer— chances 
are if you re playing ..'ith a computer— controlled 
teammate you* 11 just end up getting in each other's 
..■ay. The tric^ is to let .your computer controlled 
placer cover his man, and then double—tap SPsmD 
BOOST BUMOE to switch to that player, and then 
try to steal the ball. 
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FBOOTQBBl Bill ffehboek 

IfckTt TBSTSRt Lance Lev/Is 

TSSTEHSj Hank Cappa, Qhrls Charles, Frank Doles, 

Tal Funke-Bilu, Harry Kinney, Sean Mclnnes,. 

Ban ilcKaraee, Manual Sousa, Kathan Tan 

A^i»n Edwards 
Kevin Runt 

HKKRRBBi Karxy J. Banofekj 

29Q3SJ1HSRS Adisa*. Pochanaycm 

Brian kcGroart./, Kate Troaat 

LEAD ARTISTi Eric Bollinger 

iSTI3T3i Caiv Penczak, Damion DaviE, Pat Dolan 

SODHDi Aardvark Action Audio 

HSDHUB OOAOHt Robert 5. Ganoiskj 

HilUAL VRX2TSI BTi Christ ian Wright , 

JSric fioisinger 

AEtDk. JUEKft BIj Harold Terrell 

PA0KA5B ft MAIUHi BESIOTt Beeline Group, Inc. 

BOX AM t Camion Davis and Pat Solan 

aPEOUli THiXEBt Bili {The piasa is great out 

here! ) , Kellj 1 , Kevin and Allen ("rrimark's Trio) , 

Beverly (How da .you put up with the boss?), the 

entire ataii 01 High Voltage Soitv.are, and oi 

course- . »ilom! 
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Atari warrants to the original purchaser this 
product to be iree irom detects in material and 
workmanship under normal authorized use ior a 
warranty Period 01 ninety (90) days lrom the date 
oi purchase as evidenced by your receipt. Atari 
v:ill replace the defective software iree oi 
charge, Alter the expiration oi the warrant j 
Period, you assume the entire cost oi all nece^s&r.. 
servicing, repair or correction. 

The v.arranty is null and void ii the cartridge has 
been opened and/or any parts ■..■ere removed or li 
software or any accessories other than those 
authorized by Atari are used in connection with 
this product, rtarranty does not cover accidental 
or intended damage or neglect. Ii the product 
displays a iault within the warranty period, the 
usex should return it to his place oi" purchase, 
v.ho ..ill follow the required procedure to obtain 
a replacement. 

In no event shall Atari be liable ior consequential 
or incidental damages resulting from the breach 
oi any express or implied warranties . Some states 
do not alloy; limitations on ho., long an implied 
warranty lasts or exclusion of consequential or 
incidental damages, so the above limitation or 
exclusion may not apply to you. 






AATARI 

Copyright 1994, Atari Corporation 
Sunnyvale, CA <unflo.ian-> 
All Rights Rf 



